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WARNING: PLEASE READ THE ENCLOSED CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET CAREFULLY BEFORE USING VOUR NINTENDO® 
HARDWARE SYSTEM OR GAME PAK. 


JALECO™ USA INC. LIMITED WARRANTY 


Jaleco USA Inc. warrants to the original purchaser of this Jaleco software product that the 
medium on which this computer program is recorded is free from defects in materials and 
workmanship for a period of ninety (90) days from the date of purchase. This Jaleco 
software program is sold "as is" without express or implied warranty of any kind, and 
Jaleco is not liable for any losses or damages of any kind resulting from use of this 
program. Jaleco agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Jaleco software product, postage paid, with proof of date of 
purchase, at its Factory Service Center. 


This warranty is not applicable to normal wear and tear This warranty shall not be 
applicable and shall be void if the defect in the Jaleco software product has arisert 
through abuse, unreasonable use, mistreatment, or neglect. THIS WARRANTY IS IN 
LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS 
OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE JALECO. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE 

WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULjAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE.IN NO EVENT 
WILL JALECO BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS 
JALECO SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to slate. 


Jaleco is a trademark of Jateca USA Inc. Ttie Ignition Factor™ a © 1^94 Jaleco USA Inc, All rights reserved. 
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your ipke breath and kick through the 

door, A r^tng inferno expands before you. With a steady 
diet of adrenaline, you rush through the flames looking for 
signs of hfe. A collapsed banister covers an unconscious 
victim You move the flaming timber from the smoke- 
darkened body and check for life signs, You find a faint but 
^eady pulse and carefully sling the person over your 
Moulder. You rush back through the flames, narrowly 
; . escaping a buckling section of floorboard. Just as you reach 
w Jhe door^ a'section of ceiling plummets behind you. Escaping 
' ' into thejhallway/ you find that the fire has spread to the 
hallway, blocking your escape. You look to the other end of 
the ha^ay to the window of the second floor. You run to 
the window as the walls begin to feed on themselves. As 
you rush^-^break through the window, you hope that the 
crew set^iJ^ihe nets on this side of the building like you 


asked fhim^o,.. 
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Object of the fiame 

In The Igniiion Factqr/^oa^play a gutsy fireman who has some 
meager eguipment to Bght;off the force of the flame. Your 
objectives are thi’eefoldr 

1) Rescue as many people as you can. 

2) Complete any mission objectives that the Captain gives 
to you during the mission. 

3} Hnd and Remove any important items in the building. 

. Note: For more information on these objectives, 

, see Do!B®ie tub 

By r'dompleting these objectives, you will be on your way to 
youj' status-as a &eek hero, beloved by aB- 













1) Plaee The Ignition Factor Gatne Pak into your Super NE§‘ 
and.tui'n on the unit, 

2) The Jeleco screen will appear, followed by the title screen. 


3) Press ScARTto begin the game. 

OatnB Options 

Before the game begins, you will have three options to 
■choose ^^om* 

}\ Press Up or PoWN on the control pad to select an option. 
Then press the X or A BUTTON to select an option. The 
different^^ions are as follows: 


S&nid Start - This option 
starts a game. See fiame Play 
for more information. 
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PanswOFd - When you select] 
password, you must have al 
password that you acquired in a 
j^revious game. 


Move the cursor with the control pad. Press the X or A BOnow 
to select each letter in the password, If you made a mistake, 
just move the cursor to the space in the password that is 
wrong, and press the X or A BOTKIN. Then simply select a new 
iietter, If you want to leave this screen without continuing 
' Vith a password, select Cancel, otherwise, select OK when 
ypur password is entered. 


Sound Taiot 

You may tes^he sound effects and background sounds in this 
game withfB^is option. Pressing Up op Pown on the control 
pad selects either S.E, (sound effects) or Sound (background 
sounds). ^Pressing Left or RlSHT on the control pad selects a 
new ^biiiid or sound effect to hear. Press the A BUTTON to hear 
that s||und. To exit this screen press Start. 
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Level Select Screen - When you 

Start or continue a game, you will 
begin at the level select screen, 




Each level select screen will show only ceitain number of 
stages. The stages are divided as such: 


Lav^l 


& 


Stage 1 - Bradshaw Steel Mill 
Stage 2 - Pygmalion Productions 

Stage 3 - Mc^lone Mine 
Stage 4 - Pino Museum 
Stage S - Whitney Appliance Factory 

Stage 6 - Gemini Towers 
Stage 7 ” Shy lock Center 
Stage S - Paris Mine 


e you finish all of the stages on a level, the next level 
ict screen will appear. 













When you etart the briefing, the Captain tells you about the 
mission and what your objectives are. After he is fimshed, 
you can look at the map and place your fire engines. The 
briefing screen starts on the map. By selecting up or down. 

may look at aE of the floors for the mission* The smaE 
arrows in the bottom left hand corner of the firape computer 
screen tell you if there are other floors to look at 



Select a corner on the screen to 
decide on a side of the building 
for the fire engine to be on. The 
side of the building contributes to 
how effective the iire engine is at 
putting out fires. See THB 


^'You can exit the briefing screen by selecting OK. 


































ltdm Scr 60 n - After you exit th?R 
briefing screen, you will be' 
allowed to choose items to take 
on your missionn 


j' 


To select an item to take on a mission, move the cursor over 
the item and^press the X or A BUTPOM. This will pick up the 
item and give a small description of the item. Move the item 
ftom the bottom area (blue) to the top area (brown), and 
press the X or ABOTTOif to place the item in your inventory. 

f To see more items available, select the blinking circular 
arrow in the upper left hand corner of that area. 

At first, yGU|can select only 3 items to bring with you, but as 
your firefiipiter gets more experience, youll be able to carry 
morrifeetrS's (see Power Upe). 


Here Is an overview of the available items and their uses. 



Pird Gxtinguiflhfir - This extingvnsher will 
put out normal fires. Normal fires appear 
as orange flames. The extinguisher 
recharges after its empty. 
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Chi&inlcal Fife Extinguisher - This 
I extirrgtiisher can put out chemical fires, 
! ChemlcaUfires appear as green flames. 
Unlike your normal fire extinguisher, this 


- -— —^ - j _p 

item only recharges if you find another firefighter to refill 
the extinguisherr 


Electrical Fire Extinguisher - This 

extinguisher can put out electrical fires. 
Electrical fires appear as blue flames. Unlike 
your normal fire extinguisher, this item only 
^l^'chargea if you find another firefighter to refill the 
extfhguisheiv 
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Oxygen Tank ft Made - These items let 
your player breathe in hazardous 
conditions. The oxygen slowly runs out 
and it can be refilled by a fireman during a 
mission, ^Running and other strenuous actions cause an 
increases use in oxygen. In addition, during missions where 
oxygsfe is needed sometimes a person will be in need of 
igfeand will take some of your own. Always keep an eye 
yjfur^ oxygen gauge! 
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" Th§ rope will let you cross areas 
i mat ^ou wouldn't ordinarily be able to 
cross. |Vhen using the rope, be sure to hold 
down the button that threw the rope or 
your player will let go* 


^ I Axb * The axe can be used to smash 
through doors. 
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)rs if anyone is too close. 


Pold " The pole is used to check the floor in 
front of the player. If a section of the 
ground is unstable, the pole will reveal any 
possible collapses before the player steps 
on them. 


COi Borabs - The CO 2 Bombs will put out 
a large area of regular fire. You start with 
five of these, and your supply can be 
replenished by a fireman. These are bombs, 
so they can do damage to your player and 























RAfitlC - 'Thg pla^ic gxplomves 

GKi be used to blast through walls and to 
igni^ any gas leaks. Be carehil Your player 
eanrhe explosion, as ean your 

firemen and any trapped people. 

selected all of your items, select OK. I 

E^fuip Screen - This screen is 
where you choose what items 
your fireman will use> 

The brown area is where you keep 
all of your inv'entory items. The 
two squares in the upper left hand 
corner of thegcreen correspond to the two items that your 
fireman can i&e at a time. Bach square is marked with a 
letter, either ^or A Bach letter tells you which button will 
let you use t^Lat^tem. 

Mow, each item has a symbol on it, either a triangle or a 
circle, You can only equip one item of each type at a time. 

Thus, you can equip the fire extinguisher and CO 2 Bombs, 
but n^two different extinguishers. 

I* . ' 
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In the band corner of the screen are three blu^\ 

sqnai’fifl. of ^he mission, each square has a fire 

enqine ane of these blue squares will call the flre 

engine. To find; out how this works, see UfilNd TUB FlBB EnSINB^ 

To see ag more items you might be carrying, select the 
flashing chscular arrow in the upper left hand corner of the 
browir^rea. 

When you are done equipping items, select OK. 


Purfns ihe Came 


Mpw that you have finished with the briefing and equipping, 
you're ready to save some lives. 


This screen is what you will see 
during most of the game. The 
information on the top of the screen 
is very valuable to completing your 
mission. In the upper left hand corner 
of the screen are two sets of numbers. 


Next to the clock is your elapsed 


you how much time has passed since 
The Captain will tell you when you 
in the mission, but other than that, 
jping an eye on how much time is left, 
■■ed lives meter. This meter shows how 




















many peopla^.youVe fiaved, foUowad by the minimuTn number / 
of people ^eedto be rescued. 


In the uppdr middle of the screen are two more numbers, The 
top one, next to the heart, is your health, When your health 
reaches zero, youi’ mission will end. prematurely. 

Below that is the percentage of -fire. This number tells you 
what percentage of the area is on tir e. The higher the number, 
the more fire you'll find. This number will gradually increase 
unless you work on extinguishing the fire, 

In the upper :right hand corner are the two items you selected 
^to use. The item in the green square is used with the Y 
button, and the item in the red square is used by the red button, 


MapSen^ 

By Hittingyou can bring up a map of the current stage. 




The map screen is divided into three main parts. On the right 
side of the screen is the map. The 
ii pil II ill 1 I I ^bows the location of all 

people, all firefighters, 
yourself, the exit, and any 
special event locations. 
























The tha map are as follows: 

ras£:uad 


Note: Sie of ihs pOTson shows how much danger the 

person is in* colors go from blue (safe) to red (e^ctreme 
dangerl, tha colors are blue, green, yellow, orange, red* 


flffflfln fkcft ^ one of your fellow firemen (or women) 
- you 

Bhio awow - Exit 

Red* - Event location (for more info, see BtfENTS) 


?ox on4he left of the screen has a building in it, and that 
shows the location of the fire engine. You cannot move 
fire engine during a mission. 


The smaBei^tox above the fire engine box shows what floor 
the map ifl;^^ng If a face of a fireman appears next to the 
floor ninn^^you are on that floor. Select either arrow and 
press to see the other floors for that mission. 

To leavejthis screen, select OK. 



Scrddn * During the game, press start to access the 
ficreen. This screen works the same as the equip screen 
the briefing, so for questions, see the EotJiP SiJREBN 
‘cdiSh in the BKtEHUa fiCRBENfi section 


le only difference on this screen is the use of the fire engine. 














TTripj fh6 HM.SngltkG - To use the fire engine, select one of 
the three fire engines in the blue squares on the equip screenv 
The fire will cle^ some of the fire on the whole screen 

(that you ^l> see, i^ *^e entire floor). The amount of fire that 
is extinguished depends on which side of the building the fire 
engine is on* Thus, the closer to the fire engine you are when 
you call if, the more fire on the screen will be extinguished. 

SvORfcS - Paring a mission, the Captain may call you to 
announce a special ev'ent. When he does this, the Captain wiU 
tell you what you have to do to complete the event. Any 
special event locations that are needed are marked on ihie map 
screen with a red 'X'. 

Vqu do not need to complete the events to complete the 
rhission, but if the events are completed successfully, bonus 
points wilj^be awarded at the end of that mission 

ItStns ^ Scatlfe’ed around each stage are items that you can 
pick up* Items "may be needed during a mission, or they may 
just be wdi*th points after the mission* Items are not visible on 
the game or map screen, so when you find one, your fireman 
will kne^l down to pick up the item. Be sure to remember 
where i?lms are for the next time you play! 



jp^n^l^tllig tha Minion - Once you have rescued your 
,i,:r q)iiota,ifor once there are two minutes left in the mission, 
exit the mission. The Captain will be waiting for 
le exit 










Misilion Screen - After the] 

ission is completed, points are 
for the performance, of the 


Points are awarded for four aspects of the mission: time, 
rescuei items, and events. By completing more than the 
normal objectives, you can receive bonus points that are good 
fqr pow^ ups. 

'Pdwfir-Opa - If your fireman receives enough points in a 
^^tegory, you'll receive a power-up that will increase either a) 
the earring capacity of the fireman, or b) the health of the 
fireman. Ijg^se power-ups can be crucial for later missions, so 
ti^ to do asfcuch as possible during a mission to receive extra 
points. , ^ 

Pastflj^Pds - After every few missions, you'll receive a 
passwdr^. Be sure to write this password down, because it 
will let'^fbu continue at this point in the game. 
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Daring iheMe!6Ct^are&ibris£ng^a'&^it&mMCPem^ 

Bqa^ snd mBp Bcr^esn 

Control Pap - Moves the ciirsor 
ABimon - Select item 
Y Bimrn - Select item 

K Button - Hold down to move cursor faster 

Parinff m 

A Button - Continues text 
y Button - Continues text 
XBUTTONi!" Skips to next person talking 


I 


Paring fha^iiaB 

CoWTRi£)L Pap - Moves fireman, tapping any direction twice 
will make you run 

A Button - Uses 'A' item (in red box) 

BUTTON - Jump 

YButtow - Uses T' item {in green box) 

JiteuTTow - Kick 

pfeuTTON - Exposes hidden tlame / allows fireman to 

move Sr not change direction (you must hold 
button down to use) 

L Button - Allows fireman to change direction without 
moving (you must hold this button 
down to use) 



R Button, L Button, Start Button, 

! 8r Sbi£CT Button (simultaneously) “ 
resets game 














can take away from the fun of fi^urin^ 
things cm#y|»sei£ Ycni^ been warned. Don't blame us flT 
your serisB pFaccomplisf^ent is diminished, after reading this! 

• Ife the R Button to expose hidden -flames before entering 
a rijom or going under a catwalk. 

" Holding down the R Button keeps you from dashing so 
use this button when you want to inch forward instead of 
running headlong into a pit or fire! 


^fipiien youi^re on the mine stages, sometimes the easiest way 
leave a stage in a hurry is to fall into a pit. You may take 
damage, but you'll get out to beat the clock 

' Be sure to use your other firemen (or women) well 
Th^ ca^^equip you if you need air or CO^ bombs. 

* fi^^nts can be tough, so be sure that you know what 
yot^e doing before trying them, A first run through every 
mission will make life easier. 

■ur fire extinguisher is based on CO^. CO 2 is cold. If 
>u need to cool something down, use your extinguisher, 
d'^an also be used -to wake people up. 


^nce again, there are no codes for extra continues. We 
frown on that type of thing around here. This isn't THAT 
tough of a game. You can do it. we have 
faith in you. 
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* This Jaleco Same is a predsion-cpafted device 
with complex ^iicdnic circuitry. Avoid siibjectin|f it 
to undue shock or^^emes of temperature. Never 
attempt to upen or dismantle the Same Pak. 

* Do not touch the terminal leads or allow them to 
come into Tcontact with water or the game circuitry 
will be ’^maged. 

* Always make sure your Super N£S Control Peck is 

- OFF when inserting the Same Pak or 

removing it from the Super NES Control Deck, 
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FCC Regulations 


^ and uses radio -frequency energy 
used properly, that is, in strict 
acGprdifiuicfi.wjth the'ihanufacturer's instructions, may cause 
int®ri^j!^^>tb radio and television reception. It has been type 
-tairted^'^^wlQund to comply with the limits for a Class B 
cojppuip^ device in accordance with the specifications in 
of part IS of FCC Rules, which are designed to 



provi^reasonable protection against such interference in a 
jM^deir^lfrl^j^llation. If this equipment does cause 
ai^^ference 'to radio or television reception, which can be 
■^|isrmined by turning the equipment off and on, the user is 
encom'aggd to try to correct the interference by one or more 
of the fu^j^ing measures: 


c^S^t the receiving antenna 

U^te the SNBS -with respect to the receiver 

/love -the SMES away from the receiver 

flug the SWES into a different outlet so that computer 

[nd receiver are on different circuits. 


|n^fesary, the user should consult the dealer or an 
Kl^ftnced r a dio/tele vision technician for additional 
ug^fstions. The user may find the following booklet prepared 
y the Federal Communications Commission helpful: How to 
ientify and Resolve Radio/TV Interference Problems. This 
looklet is available from the U.S, Government 
lifting Office, Washington, PC 20402. Stock 
■004-000-00345-4. ^ 








Watch for new Jaleco video games 
for the Super Nintendo Entertainment System® 
in coming months. And remember, 

Jaleco makes great video games for the 
Nintendo Entertainment System® and the 
Nintendo Game Boy® as well! 


JALECO. 

JALECO USA INC. 

685 Chaddick Drive 
Wheeling, Illinois 60090 


Jaleco®, the Jaleco Logo, and The Ignition Factor^^ are registered 
trademarks and trademarks, respectively, of Jaleco USA Inc. 

Nintendo®, Super Nintendo Entertainment System®, 
Nintendo Entertainment System® and Nintendo Game Boy® 
are registered trademarks of Nintendo of America Inc. 
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